equipment & enchantments 


pressun press 


1. introduction 


Slaying & Spelunking module for adventuring gear and magical items. 


2. equipment 


Item must be used to grant its effect. 


2.1. prybar 


Spend one notch to re-roll one die when trying to 
pry something open. 


2.2. ball bearings 


Target cannot chase or flee until succeeding in a 
conflict against this item. 


2.3. caltrops 


Target who fails in a conflict against this item 
may inflict damage to themselves equal to roll 
then move an equal amount. 


2.4. sledge hammer 


Spend one notch to re-roll one die against struc- 
tures. 


2.5. poison 


Target is restrained until restrain is broken by 
conflict or given an antidote. No rest can be taken 
while poisoned. Item is consumed on use. 


2.6. battering ram 


Spend one notch to re-roll one die against doors. 


2.7. medical kit 


Spend one notch to re-roll one die when resting. 
Inflict one damage to this item each use. 


2.8. hunter’s trap 


Inflict damage upon restraint. 


2.9. pole 


Interact with close objects. 


2.10. whistle 


Noise travels distance equal to roll. 


2.11. whetstone 


Spend one notch to reduce one damage to a blade. 


2.12. bag 

Carry items equal to maximum roll. Cannot gain 
levels or dice. 

2.13. quiver 

Carry arrows or bolts equal to maximum roll. 


Cannot gain levels or dice. 


2.14. lock 
Conflict to breach. 


2.15. magnifying lens 


Re-roll one die when examining. 


2.16. block and tackle 


Spend one notch to re-roll one die when lifting. 


2.17. telescope 


See distance equal to roll. 


2.18. grappling hook 


Spend one notch to re-roll one die when climbing. 


2.19. lantern 


Illuminate close objects. Refill with oil. 


2.20. torch 


Illuminate close and nearby objects. Inflict one 
damage to this item every minute it is lit. 


3. enchantments 


Properties to be added to items. Maximum total 
of forty must be respected for any item which 
gains dice. 


3.1. reckless 


Inflict one physical damage to wielder to re-roll 
one die of this weapon. 


3.2. haunting 


Inflict one mental damage to wielder to re-roll 
one die of this weapon. 


3.3. fragile 


Item breaks upon conflict. 


3.4. exploding 


Restriction: consumable only. Item deals equal 
damage to all characters within a distance thresh- 
old equal to roll. Item is destroyed after conflict. 


3.5. regenerating 


Reduce damage equal to item roll when resting. 


3.6. heirloom 


Damage cannot be transferred to this item. 
Wielder takes all damage directly or to armor. 


3.7. durable 


Item cannot break except by receiving over forty 
damage. 


3.8. fire 


Target ignited upon hit. Burning targets may be 
put out with an action when not in a conflict. Re- 
roll lowest rolled die in conflicts against burning 
targets. 


3.9. charge 


Gain 1d4 per action spent charging. Wielder may 
re-roll one die per action spent charging. Wielder 
must use entire current charge if a conflict is 
brought against them. 


3.10. vorpal 


Restriction: d4 items only. Item cannot gain lev- 
els and additional dice. Conflict until death of 
wielder or target. Roll one extra 1d3 if the maxi- 
mum of a die is rolled. This item cannot be used 
in collaboration with anyone or anything else. 


3.11. speedy 


Spend one notch to re-roll one die when fleeing. 


3.12. shielding 


Spend one notch to re-roll one die when wielder 
is undamaged. 


3.13. holy 


Forgo damage to cause all abominations! within 
range equal to wielder’s roll to flee equal to 
wielder’s roll. 


3.14. restraining 


Adjust in size to accommodate humanoid targets. 
Spend one notch to re-roll one die when restrain- 
ing a creature. 


3.15. slaying 


Declare one type of creature to spend one notch to 
re-roll one die when attacking. This declaration 
cannot be changed. 


3.16. healing 


Restriction: consumable only. Re-roll one die 
when resting. Item is consumed upon use. 


3.17. charming 


Spend one notch to re-roll one die when persuad- 
ing or deceiving a creature who understands you. 


3.18. talking 


Restriction: sentient item only. Item may spend 
one notch to conflict against the wielder. Upon a 
success, the item mentally restrains the wielder. 
Wielder cannot act except following commands 
from item or attempting to break restraint. 


3.19. lightning 


Damage is dealt to target directly, ignoring armor. 


3.20. lucky 


Spend one notch to re-roll any die when total is 
over forty. 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


* Use this work without restriction and for any purpose. 
* Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose, and without credit. 


* Use this notice in your own work. 


' Player characters are unaffected 


